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EDITORIAL 


Welcome to issue 28 of The Spectrum Show 
Magazine. Thank you for downloading and 
reading. 

The rush of the festive season is well behind 
us, and that often leaves a gap, a sense of be¬ 
wilderment or a sense of reality. Gone is the 
seemingly free mass food and beverage orgy 
and the unwrapping of presents with anticipa¬ 
tion of what you might get. Replaced instead 
with the drudge of real life and the mundane 
tasks that take over. It is during this lull that 
many of us take stock of our lives, add up what 
we have done or make plans for the future. 
And it is here that I found myself a few days 
before the new year. 

I was, strangely, searching for some new back¬ 
grounds for my mobile phone, obviously retro 
based. As I scrolled past hundreds of images, 
some relevant, many not, I came across a few 
more modern games. This took me back to a 
few days previously, when I was watching a 
young relative playing Fortnite on his Xbox. 

A beautiful looking game, that gave me a 
chuckle when I noticed the LOADING bar slow¬ 
ly filling up. He got bored and wandered off for 
some more Quality Street and a glass of Cola. 
Returning eventually, he sat down and pro¬ 
ceeded to explain the game to me. 

"You drop into the map with 100 other peo¬ 
ple," he said, guiding a reptilian looking crea¬ 
ture down through the clouds via an umbrella. 
"Then you have to kill then all." Upon landing, 
he pressed a few buttons and his character 
started to dance for reasons I never got to the 
bottom of. 

Upon asking if that was the sum of the game, 
he tried to explain a bit more. 

"You build things, get weapons and stuff." 

The game seemed to be much more than that, 
as he demonstrated how he could build 
platforms, climb up them, snipe other players, 
fly around and use various weapons including a 
rather nice set of gingerbread axes. I assumed 


this was some kind of festive bonus item. 

This got me thinking about how you would ex¬ 
plain a Spectrum game to someone who had 
never seen one before. 

What about "You fly about, collect stuff and 
build rockets." or "You run around a castle to 
find a key."? In case you were wondering, 
those were Jetpac and Atic Atac. Obviously 
there is much more to the games that that, but 
it seems some things never change. I could 
almost see myself sat in front of the family TV, 
trying to avoid being killed by those bulbous 
eyes in The Hobbit. Transfixed by the graphics 
and deep in concentration. The only difference 
now is that he got the games and I got a jump¬ 
er. 


The Show 

On to Speccy stuff then, and the next series is 
well under way. I can't lie, recent times have 
been very frustrating for me. All of my posses¬ 
sions including my Spectrum items have been 
boxed up in my partner's garage for nearly a 
year now, caused by house sales falling 
through. For each and every game review, 
hardware review or bit of research I have to 
dig through the boxes, unstack them, empty 
them, and repeat in reverse. Many times I 
have broken things in the process and many 
times I have given up, unable to locate things. 
This means the show takes twice as long to 
make, and is not as enjoyable as it should be. 


I live in hope things may improve soon, before 
more things are broken or lost. 




The Next 

On to happier news then, and no one will have 
missed the great news that the Spectrum Next 
has been handed over to hundreds of backers. 
Yes, they have arrived at last, and the web is 
awash with pictures, tweets and videos. 



It was fantastic to finally get it, and I spent a 
long time messing about with the various 
settings and playing not only Next games, but 
Spectrum games as well. 

The machine has some excellent features in¬ 
cluding the ability to go online (if you got one 
with WiFi that is!), run CP/M and play Infocom 
games. 

The one thing I am really looking forward to 
watching is development of software that uses 
WiFi. The supplied NXtel tool connects to a 
community run teletext service, but there are 
so many other things that can be done with 
this. What about file transfer, multi-player 
gaming or even a text-based web browser? 

Exciting times. 



palreon 


Want to support the show and this 
magazine? 

Patreon/thespectrumshow 
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NEWS REVIEW 


1987 


X-RATED 


CRL have become the first software house to have a computer game rated X. 

Jack The Ripper has been given an 18 certificate by the British Board of Film Classifica¬ 
tion, they have never actually seen the game, and games are not subject to the rulings 
anyway, so this looks like a big publicity stunt by CRL 

The Board said, after seeing the script and a screenshot for the game, the clause it 
could break is the Mutilation or Torture rule. CRL seems to have jumped on this. 

Because of all the fuss this is raking up, WH Smiths have refused to sell the game, so I 
guess CRLs little tricks may have backfired. 



PCW SHOW 


GREMLIN MASTERS 


The PCW Show brought thousands of people together, 75,000 to be exact, all 
looking to see the latest technology and games. A lot of companies were in 
attendance too including Ocean, Sinclair, Firebird, Activision and US Gold, 
showing new titles such as Bangkok Nights, International Karate Plus, Super 
Hang On, Rampage, Outrun and many more. 


COMPILATION CORNER 

With the arrival of the new +3 machine, the disc compilations are starting to 
flood in. The extra storage means there can be several games per disc and 
companies such as US Gold and Martech are quickly throwing together com¬ 
pilations. 

Martech's offering includes Slaine, Catch 23, Nemesis the Warlock and Pulsa- 
tor for just £14.99. Companies are also coming round to the idea of releasing 
games on disc, with plenty on offer including Outrun, The Pawn and Starglid- 
er. 



dise, and many companies are jumping on board with 
Mirror and several toy manufacturers onboard. 


With movie tie-ins on 
the rise, the next big 
blockbuster has been 
grabbed by Gremlin 
Graphics, and they 
are damn proud of it. 
Masters Of The Uni¬ 
verse, is a massive 
film with a lot of po¬ 
tential for merchan- 
Pizza Hut, the Daily 


Gremlin claim the game will remain faithful to the film story, with five key 
elements being used for parts of the game. 


DK'TRONICS SOLD 


PAPER PRIZE 

Elite's game Paperboy has been 
awarded Game of The Year at the 
Software Industry Awards. Other win¬ 
ners were Arkanoid picking up best 
arcade game and BMX Simulator from 
Codemasters getting best budget 
game. 



DK'Tronics have been taken over by RAM Electronics. RAM, the makers of 
peripheral such as the Music Machine and Ram Print, now own the entire 
DK'Tronics range including the name. They assure users that the products 
will still be available and still be supported. 


BOTTOMS UP 

The popular television show, Treasure Hunt, not popular because of the for¬ 
mat but mainly because of Anneka Rice's bottom, is to be converted into a 
computer game by Domark. There are no specific details yet, but there are a 
lot of young boys eager to get a glimpse of the famous rump. 
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GAMES 



Eric Bristow was one of the biggest names in darts, and his ability is leg¬ 
endary, as were his antics both on and off the darting stage. 

Quicksilva somehow got him to put his name to their game, but some¬ 
thing tells me he wasn't involved in any stage of the development. 

After a very lengthy instruction program on the first side of the cassette, 
where the intricacies of the game (the program and not darts) are ex¬ 
plained painfully slowly, we can load side B and start to play. 

Most dart games show the board and a roaming hand that you have to 
control to be able to throw the dart, but this game moves away from 
that mechanic and instead gives us a game based on text input. Yes, the 
wonderful game of professional darts has been reduced to typing 
things in. 

Pressing the A key will tell the computer you want to aim for something 
(yes, this is how it is explained), you then enter a letter and number. For 
example if you want to aim for treble twenty, you type T20. A flashing 
cursor appears over the area, and you can now fine tune this by press¬ 
ing Z,X P or L. This allows you to move the cursor to avoid collisions 
with other darts. You can also do further tuning by using other keys if 
you desire. 



ENTER Sn Jn ,Dn ,25 or 50 M T20L M 


When you are happy, you press T to throw the dart. It doesn't actually 
move or animate, the computer just plonks the dart near your aiming 
point and throws in some random movement just to annoy you. This is 
explained in the instructions with details about how to aim more to the 
left if your dart was too far right. 

The game is painfully slow, embarrassingly tedious and should not be 
linked to the great man himself. There is no excitement, no real chal¬ 
lenge and no real connection to the sport. 

Sound consists of bleeps when typing or selecting something to do, and 
your dart can rebound from another dart or the wire. I suspect the game 
is not that accurate though, and it is yet another random number 
thrown in. 

I actually sat through about ten minutes of the first game, beat Eric to 
the double, hit double three, and the game reported the hit. It then 
swapped to Eric's throw and he missed. Back to me, again I hit the dou¬ 
ble three and again the game ignored it. It seems the game only wants 
Eric to win! 

Overall, this is not a good game. It's slow, laborious and dull, unlike the 
great Mr Bristow used to be. 
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the fine aim keys. 


Who Was Eric Bristow? 

Eric Bristow, known as "The Crafty Cockney", was the number 
one ranked player from 1980 to 1987, winning the World Cham¬ 
pionship five times and the World Masters five times, not to 
mention the World Cup four times. 

His persona came across as arrogant, but he could back it up 
with superb darts. 

He was one of the 16 players to break away from the BDO and 
form the now dominant PDC. 

His flamboyance, coupled with the other darting characters such 
as Bobby George, Jocky Wilson and Cliff Lazarenco, helped 
moved darts out of the pub and into national and international 
prominence. 

During his later life, he took a promising young player under his 
wing, taught him how to play and how to manage himself pro¬ 
fessionally. That player was Phil "The Power" Taylor. 


* 

? * 
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Jerri, DaRkHoRaCe, Diver4D 2019 

The Ninja Gaiden series has seen many versions 
across many platforms, but this one is a remake of the 
Gameboy title. 

The loading screen is excellent and the rest of the 
game maintains this high standard. 

The first thing you notice is the screen. Most of it is 
taken up by a large border, reducing the actual play¬ 
ing area down to about 50% of the total available 
space. The border art is excellent though, and the 
playing area is reduced to maintain game speed. The 
playing area is also similar to that of the Gameboy, so 
transferring things over would have been easier. 

The game itself is great in all aspects, and the feeling 
of "just one more go" is very strong. You do, however, 
get a decent game out of it, the playability is pitched 
just right, and I found myself enjoying this one, and I 
am not a fan of beat-em-ups. 

The graphics are well drawn and move really well, giv¬ 
en the size and available area. Your ninja can hit high 
and low, jump, crouch and do somersaults. These are 
all useful for dealing with the variety of enemies you 
will encounter. 

The backgrounds are well drawn and change as you 
progress, as do the enemies. There are other ninjas, 
missile launchers, hovering droids and a whole man¬ 
ner of other nasty things. 

There is music playing throughout along with sound 
effects, and this really makes the game feel special. 
The screen uses push scrolling, which I am fine with, 
because the gameplay makes up for it. This really 
does look like a polished, professional release. 

There are end of level bosses, which are tougher to 
beat, and overall this is an excellent game. 

Go and get it now. 


TM 
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GAMES 



T£MPL£ 


You are trapped inside a Kai Temple and have to escape. 
To get out you have to get past Ninjas and Divas 
(whatever they are - female singers perhaps?). 

Divas can be killed with a knife (which moves slower than 
a slug when thrown), ninjas though, have to be fought 
hand to hand. You can however kick them anywhere, as 
there is no actual punch button. 



SHOUT! 





7SO Nt^U25 iPWjE 180 

QSrnJT! 


There are also flying swords to avoid, which are massive 
compared to you, and also move at a remarkably slow 
speed. There is also a time limit in which you have to get 
rid of all enemies onscreen. This means you can't 
hang about. 

Onto the game. The screen has three platforms 
that you can move up or down onto. Pressing up 
or down will cause your ninja to jump or drop to 
the platform of your choice. This can be a good 
way to avoid enemies, but also wastes time. 

From time to time the screen flips upside down, for 
no reason I could discern. This causes a bit of diso¬ 
rientation when playing, and I am not really con¬ 
vinced it adds anything to the game. 

Actually hitting another ninja is tricky, and is all 
about timing the kick at a certain point, just before 
they reach you. I think looking at the footage, it's 
about 3 pixels before they hit you. Should you miss 
this opportunity, there is no second chance. A ter¬ 
rible sound effect is played and you die. 

If you do manage to kill the first one, you then get 
two to fight. With the tight time limit, the best 
policy is to run at them, let them get 3 pixels away and then kick them in 
the nuts. 


Gameplay is dull, repetitive and frustrating. You have to be very precise 
about you proximity to the ninjas, and despite playing for a while, I never 
saw any divas! 


The random swords are a real problem, especially when there is more 
than one ninja to contend with, and it makes lining up your kick some¬ 
times impossible. 

The graphics are OK I suppose, but the door marked "exit" does nothing. 
You can't actually escape through it. The sound is average apart from 
that death sound, which is horrible. 


If you do progress far enough, you get a change of gameplay where you 
have to ring a bell. To do this you pound away on the "kick" key so a 
power meter goes up and then try to jump on a seesaw. Usually this 
ends in failure. There must be better ways to ring bells! 

This is a terrible game. I see no enjoyment here at all. 
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GAMES 


Thunder Blade was released into the arcades 
by Sega in 1987, and was a hard 3D shooter 
seeing you control a helicopter armed with 
guns and missiles. The game had two views, 
the top down view, with parallax effects 
providing a nice 3D depth, and switching to 
flight view as you pilot your helicopter across 
different terrains. 

A great looking game in the arcade, and one I 
played at a recent retro event. I was eager to 
see how the Spectrum could manage the 3D 
effects that looked so good in the arcade. 

You'll never get that same look, but the devel¬ 
opers have done a pretty decent job here. 

The game is tough, and having avoiding the 
buildings and the shots coming up from the 
tanks is tricky. You just have to shoot anything 
that moves, or in fact, anything at all. 

Your cannons are best suited for the ground 
based enemy and missiles should be used for 
airborne targets. Having said that, in the frenzy 
of battle you just tend to fire anything. 

The graphics use the same layered parallax 
effect as the arcade to give the illusion of 
height, and it works quite well, even on the 
humble Speccy. 

When, or if, you reach the end of the first level, 
you change viewpoints, and this is where the 
actual game mechanics create a problem. Be¬ 
cause your helicopter is large and close to you, 
it can block out enemy targets. This was also 
an issue in the arcades too. 

Control is a mixed bag. You can use a joystick 
- with or without the keyboard to control 
speed. Not using the keyboard is terrible as 
you have to hold fire and move the joystick to 
get up to speed, meaning you can't shoot any¬ 
thing. You can also slow down if you accidently 
press forward and down together. Using the 
keyboard as the speed control is easier and 
makes more sense. 




Sound is a mix of helicopter blades and white 
noise representing explosions. It's effective, 
but could have done with some more varia¬ 
tion. 

It's a good arcade conversion, and one that 
surprised me, but with a difficulty that is high, 
it can border on frustration. You can't see 
things to dodge as the screen is just a blur of 
pixels. 

Having just played the arcade version, it does 


give the same feeling and anyone who 
bought it back in the day, I think would 
have been satisfied if they were good at 
this kind of game. 

A good action shooter then, still a tad too 
hard, but certainly worth playing. 
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FEATURE 



■R4RKER 
BROTHERS 


ROM GAMES 


IN 1984 PARKER WERE SET RELEASE GAMES FOR SINCLAIR'S INTERFACE 

TWO, THEY NEVER ARRIVED 


In October 1983, Sinclair announced a new in¬ 
terface for the ZX Spectrum, the Interface 2. 

This new add-on would allow the use of a new 
format of storage, the ROM cartridge. This new, 


The format was expensive to manufacture and 
games appearing on the small cartridges cost 
around £15, more than the cost of the equiva¬ 
lent tape game, and in some cases more than 


games market in November 84, just 7 months 
after their initial plans to produce software on 
the system. This, I think, was the final nail in the 
Interface 2's coffin, but somehow the games 


instant loading media would not only put the 
Spectrum in line with consoles for loading 
games, but also, it was thought, deter piracy. 

Copying a tape from a friend would cost pen¬ 
nies and a few minutes, copying electronic cir¬ 
cuits however, would prove expensive and be¬ 
yond the majority of the schoolyard pirates. 

Interface 2 was cheap, costing just £19.95 when 
it was released, but the games were a different 
story. The unit itself has very little in the way of 
circuitry though, and essentially it just pages in 
the content of the cartridge, replacing the ma¬ 
chines own ROM. 

The Initial set of ROMs (as they were called) 
consisted of just three titles, Planetoids, Back¬ 
gammon and Space Raiders. Two arcade clones 
(Asteroids and Space Invaders) and a board 

game, all produced 
by Psion. Chess was 
released shortly 
after and in Decem¬ 
ber, a few months 
later, the final six 
arrived: Hungry 
Horace, Horace and 
The Spiders, Jetpac, 
Pssst, Transam and 
Cookie. 



three times the cost. This was a major issue for 
Sinclair along with the memory limitation of the 
games. Because of how the unit worked, car¬ 
tridges were limited to just 16k, to match the 
machine's built-in ROM. 

It's not surprising then that most software 
houses were cautious, and not a single one re¬ 
leased titles for it. Many were obviously looking 
to the larger 48k memory, allowing them to 
produce larger, better titles, and having a re¬ 
striction was not popular or competitive. In 
April 1984 though, Parker announced that they 
would be releasing some of their games for 
Sinclair's system, the first independent publish¬ 
er to do so. They were concerned with piracy 
and hoped releasing on cartridge would help. 
But they also were going to expand the ROM 
inside the cartridges from 9k to 16k, offering 
more space for games. 

They expected the titles to be ready in June or 
July of 1984, however, this changed to October 
a few months later as development seemingly 
stalled or there were questions about the for¬ 
mat. It seems the Sinclair delay bug was taking 
hold again. 

Things didn't go to plan, and Interface 2 didn't 
really attract any interest from publishers, and 
despite putting resources into the games, Par¬ 
ker announced its withdrawal from the UK 


Parker had been 
working on found 
their way out, and 
they give us a 
glimpse of what 
might have been. 

Two games did get 
a release on cas¬ 
sette, those being 
Panama Joe - AKA 
Montezuma's Re¬ 
venge, a favourite 
amongst Atari 2600 
owners, and Return 
of The Jedi - Death- 
star Battle, again 
another conversion 
of an Atari 2600 
game. The other 
titles, although not 
complete, and 
sometimes buggy, 
show us how far 
Parker had got be¬ 
fore pulling the 
plug. 


Spectrum 

cartridges 

PARKER Brothers, the US 
toy company, will be the first 
independent company to pro¬ 
duce cartridge software for the 
Sinclair Spectrum. 

The first programs will be 
released in August—a mixture 
of established titles on other 
machines such as Q-bert , 
Popeye and Return of the Jedi 
and two new home computer 
titles — Gyruss and Star Wars 
(both converted from the ori¬ 
ginal arcade games). 

Until now. only Sinclair has 
taken advantage of the facility 
offered by the ZX Interface II 
of running plug-in Rom soft¬ 
ware. 

In October last year Sinclair 
announced, along with the In¬ 
terface II, a range of 10 car¬ 
tridge titles — all of which had 
been previously available on 
cassette. 

A Parker spokesman com¬ 
mented: “We arc taking a long 
term view on the Interface II 
and wc feel it will eventually be 
successful/* 

Parker Brothers are known 
to be particularly concerned by 
software piracy and this has 
been one of the factors leading 
it to launch a range of programs 
on Rom rather than cassette. 

Prices for the cartridges are 
expected to match Sinclair’s 
own — at around £10. Howev¬ 
er. Parker’s cartridges will use 
a 16K Rom, unlike Sinclair’s 
which use an 8K Rom. 
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FEATURE 


THE GAMES 


Popeye 

Popeye is a conversion of the arcade game re¬ 
leased by Nintendo in 1983.The arcade game has 
three main screens seeing Popeye collecting 
items dropped by Olive Oil. 

The ROM version looks rough around the edges 
but you can clearly see they made progress. 

The graphics are a bit bland and chunky, and the 
Popeye sprite has an appendage that may have 
raised eyebrows. There is no sound but things 
move smoothly but it's a bit of a nightmare to 
play. From the attract mode it looks like all three 
screens are included, so from a completion point 
of view, there was probably a few months of 
work left. 




Gyruss 

One of my favourite arcade games. Released by Konami in 1983,1 
always try to grab a game on this at retro events. There isn't a 
good version on the Spectrum, so hopes were high for the Parker 
conversion. I didn't have much hope but the start tune gave me a 
suggestion things might be good. 

Wow! This is a great game. I love this, why didn't they release this 
on tape or even just finish the ROM. The playability is there even 
though the graphics are not really colourful and there is no music 
during play, but this is a great version of the classic. 

They've got it right. The movement, the attack patterns, the playa¬ 
bility. Really excellent. 


Q*bert 

We all know Q*bert, that fun bouncy pyramid game released into the ar¬ 
cades in 1982 by Gotileb. 

There are many versions of this on the Spectrum and the ROM version 
could have been pretty good judging by the game here. This prototype, 
though is buggy and is prone to crashing, pressing a random key by mis¬ 
take is often enough to reset your Spectrum. 

This game though, is much more advanced than Popeye. We have game- 
play, sound and the arcade features have been incorporated nicely. In fact 
it's quite fun to play and is better than the majority of clones released at 
the time. 

The bouncy snake chases you and the discs take Q*bert back to the top 
of the pyramid, and most of the mechanics are in place. This is a nice 
game, or could have been if it was released. I don't know why they didn't 
finish it and put it out on tape. 
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FEATURE 


Star Wars - The Arcade Game 


Another classic arcade game, released in 1983 by Atari, and using vectors to depict the now 
famous battle scenes from the film. There are a few decent versions of this on the Spectrum, 
so I was wondering how this stood up. 

The music is there and it certainly looks like the start screen of the arcade too. It all seems 
very familiar but the sound during play is a bit poor. This could have been fixed before re¬ 
lease though, but one thing that looked to be set in stone was the ship. Unlike the arcade, 
your wings and cockpit don't bob around when you change direction, but we can forgive 
this if the game is good. 

There are obviously no voices like the arcade, but then again, there are memory limitations 
here. 

The trench scene has nothing to dodge in the first pass and blowing up the Deathstar was 
quite easy. The second run takes you to the surface with turrets to shoot and once in the 
trench, there are things to dodge at last. This game is certainly quite a way along the devel¬ 
opment path. 

This is also a good game. Nice to play and very rewarding. Again you wonder why wasn't 
this put out on tape to try and get something back for the work they obviously put into it. 


Return of the Jedi - Death Star Battle 

What the hell! This is a conversion of an older Atari 2600 game, and the game is terrible to 
play. Some of the graphics almost look identifiable, and I think one of the sprites is sup¬ 
posed to be the Millennium Falcon. The aim, I think, is to fly around shooting things and at 
the same time dodging the Deathstar shooting at you. 

The graphics are poor, the game play is rubbish, sound is dull, (it's far better on the Atari 
2600). I just can't see the gameplay here. 


Loco Motion 

An odd game with two options; Arcade or Adventure mode. 

Arcade mode sees you controlling a train driving on a track. As you progress you will come 
to a junction and crash. No matter what I pressed, the train always crashed. It seems the 
game was not developed far enough to get beyond a junction. 

Adventure mode allows you more control. You can collect some cargo and head off down 
the track. Eventually you come to the same junction and yes, you can guess what happens 
next. The train crashes. I'm not sure where the gameplay is for this game to be honest, and 
the best part is the animation of the man falling off his horse. 


Montezuma’s Revenge 

Here we have the classic Atari 2600 game ported across to the Spectrum. Having recently 
played the cassette version, this version is slightly different. The recovered ROM files have 
two versions of the game, each differing slightly again. 
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The main difference is the first screen. One version is different to all other versions across 
all other platforms. The on-screen game name is different and the character name (Pedro) 
is also omitted on one version. This though does not detract from the game itself. 

For the record, I think version 2 is an earlier version, so for the rest of this review I will be 
calling ROM 2 the early version and ROM 1 the release version. 

The first screen on the early version has a different layout and this one makes it difficult to 
jump back. Parker chose to remove the steps for both the release version and the tape ver¬ 
sion. Strangely, the layout in the early version matches many of the other versions includ¬ 
ing the Atari 800 and Colecovision. 

One screen with multiple conveyor belts has different mechanics. The conveyors move in 
different directions on the early version, making jumping difficult - at times impossible, 
and again, this is changed for the tape and release versions. 

The sound effect when you collect an object is terrible on the early version, it's a kind of off 
-key badly coded version of the correct one found in the release and tape versions. 



From what I have played through, the release version, labelled version 1 in the download, is 
in fact the same version they put out on tape. 


And finally... 

Well, an interesting rummage through gaming history there. A mixed bunch of games, some terrible games (yes I'm looking at you Loco Motion) and 
some obviously far from complete. But there are some great ones too. Star Wars and Gyruss being the stand out titles for me. 

It was sad they never released them in completed form on cartridge, and even sadder they didn't put the good ones out on tape. 



La 


□C3 /a\5M770BC3 


Some of the artwork that was used to 
depict type-in games was excellent. 


Let’s celebrate it. 
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GAMES 



As part of an exclusive team, you are sent into the deserts of 
ancient Egypt in search of vast treasures. Although you are 
happy to assist the boffins and their research, for you the aim 
of the trip is to make money. 

During a quiet day, you trek into the nearby desert carrying 
your ROVR unit. The Remote Operated Vehicle for Recovery is 
ideal to get into tight passages and narrow halls, and even bet¬ 
ter to grab the treasure that may be within. 

Your ROVR unit is equipped with a diamond drill, able to drill 
into certain rocks if required, so any debris should not be a 
problem. 

The unit can carry only one item at a time and has a limited 
charge. This can be replenished once you enter the drop point. 


Your luck must be in as you soon locate a small entrance above 
a large chamber. Slowly you lower the ROVR into place, set up 
the drop point and pick up your video controller. 

Controlling the ROVR, you must locate and return any treasure 
back to the drop point in order to complete your task, get rich 
and live the life of a millionaire. 

Using the drill and generally moving around uses power, but 
this can be replenished back at the drop point. The tomb is also 
infested with various things that take away power, so you have 
to be careful as you move around the sometimes ruined corri¬ 
dors and rooms. 

The game is yellow, and this was done on purpose. The game is 
set in Egypt, inside a tomb! The game uses a forced 3D top- 
down affect for the graphics that works well, and as with all 
AGD games, the graphics are smooth. 

Rooms vary in size and content, some not accessible immedi¬ 
ately giving glimpses of other areas you might find. 

There is a nice tune on the intro page, and various effects 
throughout for things like refuelling, drilling or collecting arte¬ 
facts. 

It's a maze collect-em-up that should keep you busy for a while 
if you like this style of game. 

The game is free to download from The Spectrum Show web¬ 
site. 
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RELEASES ON REAL MEDIA 



CODE ZERO 

lb’s aboub bo blow. 

Can you be a hero? 

Infilbrabe bhe base, wabch oub 
for rogue robobs, swerve pasb 
dripping acid... 

Locabe bhe compuber room 
and do your bhing... 

Acbion advenbure game for 
bhe Specbrum 128* 



-if— 'I I I jf If :| 

CDH 
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* works on 48k models wibh reduced sound 



Toofy In Fanland+ 

Help Toofy get his nuts 
back in the weird 
world of fans. 


jT’yr 

Dispsol 


Space Disposal 

Cleaning up the 
universe, one planet 
at a time. 



Deep Core Raider+ 

Navigate the planets, 


ALSO AVAILABLE 

Games from Paul Jenkinson 


Bounty 

Test yourself with this sc-fi 
text adventure. 


Baldy ZX 
Unique plaform game 
across 20 levels. 


grab the loot and 

get out alive. WWW. theS peCtfU ITIShOW. CO. Uk 



















GAMES 


Mafcdam 

Bumper 


PSS 1985 


Pinball games on the Spectrum numbered 
probably fewer than ten, and good ones even 
lower. A few spring to mind such as Pinball 
Simulator from Codemasters and Sagatarian's 
Pinball Wizard, but this one may be known to 
more players. 

Initially released by ERE of France, it was later 
re-released by PSS in 1985, and has a neat trick 
up its sleeve that we'll get onto later. 

The game follows the usual pinball fair, with 
various bumpers, flippers, bonuses and targets. 
The table though has a lot of flippers, seven in 
total, and this can become confusing as the 
ball flies around. 

To release the ball you press and hold both left 
and right flipper keys and the plunger slowly 
lowers, releasing the keys will send the ball 
into play. From this point on, the Spectrum 
sometimes struggles with realistic movement 
and we can forgive that a little bit; it is only an 
8bit machine after all. 


The ball sometimes slows 
down on its own, but this 
is no different to other 
such games on the Sinclair 
machine. The bumpers 
work well and the flippers 
do a fairly good job of 
mimicking the real thing. 

The table is squeezed onto 
the right of the screen, 
with the left being taken 
up by a semi-clad woman, 
over which are the scores, 
number of balls and bo¬ 
nuses. 

Once the game gets under way, the sound is 
used really well for a 48k game, with different 
sounds for the different elements of the table. 
Various bonuses pop up from time to time, 
and once you get past the multiple flipper is¬ 
sue, the game is really enjoyable. 



Early games were over fairly quickly, but as 
time went on, the five balls lasted quite a long 
time. 

If you get fed up of the single table, here is 
where this game scores extra points; you can 
design your own! 
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GAMES 


Pressing C from the main menu will take you 
into the table editor and starting with a blank 
table you can place all the different elements 
where you like and then play it. 

You can choose to modify the existing table 
by pressing M, which will take you to a 
screen full of options and then allow you to 
edit the layout. 

Moving the cursor with the cursor keys, you 
place it over the area you want to draw a 
specific element. The starting point for the 
element to draw is indicated by the red ar¬ 
row on the elements panel to the left. 

Making your own table is a bit tricky at first 
until you get used to where each element is 
drawn from, but you can soon have a playa¬ 
ble table up and running, even if it does look 
a bit rubbish! 

At first I could not find a way to add colour 
to my newly created table, so it was just yel¬ 
low, but at least I had the freedom to make 
whatever I wanted. Later I discovered you 
can actually paint over the attributes by us¬ 
ing a 'paint brush' option. These instructions 
only appear in one of the instruction sets 
online, so make sure you read both. I should 
have read the inlay to be honest.. 

Once I found this, I could make the most ter¬ 
rible coloured tables in the history of pinball! 

You also have the chance to draw your own 
shapes too, so if you have enough time you 

could create some 
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There is also a modification screen. 

This allows you to adjust everything from 
scoring, tilt, slope of the table, the force of 
the thumpers, triangles and holes, and a 
whole lot more, allowing you to build just 
the table you need. 

It also allows you to change the ball speed 
from its default of 80. Slowing it down does 
help with playing, but you really need to 
maintain the original speed to get the best 
out of it. 




nice looking tables modifications you can do is brilliant, giving 

Overall, a nice game and the table editor is , 

to exchange with this game a lot of extra life with tables seem- 

really a great addition. The sheer amount of 
your friends. ingly limitless. 
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I wonder if there were any 
table packs made so you 
could get to play other peo¬ 
ple's, or more tables from 
the programmers? 
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Retro Souls 2017 


Anyone who has played deflector on the 16 bit 
machines will be familiar with the concept of this 
game. 

Using a series of mirrors you have to guide a 
beam to a set point to complete each level. 

Once you get to know how the beam, or in later 
levels, multiple beams, react to each mirror, it's 
then a matter of working out which one to place 
where to get the desired result. 



5 TOEE:01 


XaXj.X 

h 


■ ■ ■ MB B B B B 

■■■■■■■■■■ ■■„ .... 




■ ■ ■ | B | | 
B_ BBBBBBBBB 
BB B B B B B B B B ■ 

XXj. j.j.j 



Some levels have additional tasks, for example, 
destroying all pods before you can finally deflect 
the beam to its end point - the flashing block. 

The graphics are chunky and colourful, and suite 
the game style, and the music that plays along is 
excellent 

It is no surprise to find the coder of this game is 
Denis Grachev, a man who has produced some 
great games for the machine. 

This puzzler is excellent and certainly challenges 
your brain. 

A well presented, well produced game that's def¬ 
initely worth checking out. 
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GAMES 



If you didn't know, Styx was written by Matthew 
Smith before he went on to write Manic Miner and 
JetSet Willy. 

The idea is simple, as most 16k games are, or have 
to be, and that is you have to get across the river 
Styx to kill the grim reaper. 

Simple you may think, but this is Matthew Smith. 
The task involves navigating a maze full of spiders, 
then diving into the river and shooting fish and fi¬ 
nally another maze before you can get to the reaper 
himself. The screen is split into three distinct areas. 

The first maze has a large spider that keeps spawn¬ 
ing smaller ones, so to continue you have to get to 
that and kill it. 

The fish level is fairly easy, you just have to make 
sure you don't hit the spawning things as you exit. 

The bottom maze has more spiders, and the reaper 
himself. 

It's a simple game, all the action is on one screen 
and with a bit of care you should be able to kill the 
reaper in your first few attempts. If you do, it's back 
to the start again. 

The enemies only appear when you enter each of 
the three sections, so you are only ever playing in a 
third of the screen. 

If you use your laser too much though it shrinks 
which means you have to get closer to the spiders 
and fish to kill them, so you need to pick your shots 
carefully. 

The graphics are simple but move smoothly and the 
sound is a set of basic machine code zaps. It's noth¬ 
ing special but it is quite fun to play, weighing in at 
just over 5k. 

The game cover is much better than the loading 
screen though, which consist of just the game name 
in 3D effect text. 

Have a go on this if only to see where Matthew 
started. 
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There are several ways to play Spectrum games on the move; 
on your smart phone, a GP 32 (or any number of handheld 
Android devices) and even an OMNI 128 , the Harlequin based 
laptop that I looked at in episode 71 . Most just require an 
emulator and some game files, but some require a bit more 
effort. 



Recently I discovered a neglected device in a drawer at my partner's house. She had not 
used it for over 6 years, and had forgotten she even had it. Here was an opportunity, I 
thought, to get me some mobile Speccy gaming. 


The device in question is a Nintendo DS Lite, and up until I found it, I knew very little 
about emulation or homebrew on the device. 


Getting Spectrum games on here is not as simple 
as loading an emulator, but after a few hours of 
research I had my first games running, after an 
important piece of the puzzle had been ordered 
and duly delivered. 
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up and test Spectrum emulation. 

There are other ways to do this, with other 
types of cards, so this is by no means a defini¬ 
tive way. A comment on the video also claims 
it can be done without a card. I would recom¬ 
mend you do some research before choosing 
which option is best for you. 

The card I chose to use was an R4 SDHC. To 
avoid any legal problems, I will not provide 
details about where to get it from, but a quick 
search will point you in the right direction. The 
other thing you will need is a micro SD Card to 


hold the emulator and game files. 


The next step is to download the firmware and 
copy the files and folders across to the FAT32 
formatted card. This, in conjunction with the 
R4 card, will force the DS Lite to allow software 
to be executed from the SD storage. 


Now it was time to get a Spectrum emulator 
and I opted for ZXDS. Placing this and a few 
game files in a folder, it was time to try it out. 
To be honest, I wasn't expecting it to work. I 
had an old handheld console I was not sure 
worked, a strange card from China and some 
files I had just downloaded. I had little idea 
how it would work, and when I turned on the 
DS Lite, not much seemed to happen. After a 
few minutes though, I dis¬ 
covered if I selected the 
thing named Bomberman 
Land, the DS Lite dropped 
into a new interface. From 
here I then had to select the 
Games option and then 
MOONSHL2 option and 
there was ZXDS ready to 
start. 


It took another few minutes 
to work out the settings, 
which are very comprehen¬ 
sive, and allow all kinds of 
things to be changed. The 
emulator will emulate vari¬ 
ous models of Spectrum and 
has options for different video and audio set¬ 
tings including ULA plus mode, which is quite 
impressive. 


I loaded up Antiquity Jones and had a quick 
play. It worked as I hoped it would, with great 
emulation, great sound and a fantastic screen. 


Setting ZXDS to emulate the Kempston Joy¬ 
stick is simple via the Controls option, and for 
games that support that standard it means the 
D pad of the DS Lite works straight away. If 
you have a game that does not work with a 
Kempston, you can choose to use a curser joy¬ 


To make the DS Lite accessible so emulators 
can be loaded, you need an additional card. 
Nintendo had, as usual with console manufac¬ 
turers, tried to protect their hardware from 
being hacked in the hope that it would stop 
pirated games from being used. As usual with 
the community however, this protection was 
soon circumvented in a way that was easy to 
implement by most users. The normal method 
for the DS Lite is to use a card that plugs into 
the game slot which interrupts the general 
boot process and/or implements a 
hack. There are several of these cards availa¬ 
ble for this little machine and I ordered mine 
from China for around £7. It arrived in less 
than a week and then the work began to set 



stick or Sinclair joystick, or a set number of pre 
-defined keys. You can also set up your own 
keys to map to the D Pad. This is useful for 
older games that don't support joysticks. 

The lower screen can display a view of a Spec¬ 
trum keyboard, so for games requiring more 
advanced input, for example, adventure 
games, this is easily accessible. The view offers 
two keyboard types, one for the 48k rubber 
model, and another for the Spectrum Plus. 

The games don't load instantly, but they are 
quicker than the real tape. I suppos we are 
spoilt today with instant loading divIDE devic¬ 
es, but you don't have to wait long to get to 



your next game. 

It has to be said, the screen is brilliant. Very 
clear with vibrant colours and I was surprised 
just how good it was. There is a reason for this, 
and it is because the DS Lite has a screen reso¬ 
lution that matches the Spectrum exactly, 256 
x 192 pixels. The sound too is spot on, with 
both the 48k beeper and 128k AY working fine. 
Once you get the controls set up, it's good to 
play Speccy games like this. 

My stylus seemed a bit out on some keys ini¬ 
tially, but a quick calibration sorted that out. 

I know there are other, less legal things to do 
using the R4 card, for example downloading 
Nintendo game ROMS, but I was only interest¬ 
ed in getting a Spectrum emulator running. I 
did discover some original DS titles later, so do 
have things to try, but for now, I am just happy 
to play Speccy titles. 

For those wanting to play games on a hand¬ 
held device, and who were, shall we say, disap¬ 
pointed with a certain item that never materi¬ 
alised, this is a brilliant way to get better re¬ 
sults. You can get a DS Lite on eBay for around 
£20, so it's a bargain price. 

Overall a brilliant way to get your Speccy fix. 
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SPECTRUM 


Starting as a Kickstarter campaign in 2017, quickly reaching its goal, this project 


has been eagerly followed with great anticipation, with fans both old and new, 


salivating over the looks and potential of this new machine. 


original. 


The prototype and development boards have been shown at various 
retro events over the last few years, with a full device available to play 
throughout 2019, along with several games like Warhawk and Bag¬ 
gers In Space. The popular and friendly crew drawing the attention of 
enthusiasts and the inquisitive visitors. 

The campaign did not go to plan, with delays being caused by pretty 
much every aspect, from RAM chips, case mouldings, keyboard mem¬ 
branes, keys and colour highlights. Eventually though, with the persis¬ 
tence of Henrique Olifiers, Jim Bagley and the team, the backers final¬ 
ly got their new machines delivered in February 2020. 


The Box 

Let's start with the packaging and both box and artwork are brilliant. 
Very sturdy, professional and inviting. The back shows various games 
written for the machine's new capabilities such as Lords of Midnight, 
Dreamworld Pogie, Warhawk and Monkey McGee. 

Inside the box it is laid out really nicely too. The machine itself sits 
firmly in a stylish black card inlay, and a smaller box containing the 
power supply sits above it. Underneath is the excellent and high qual¬ 
ity manual. 

When we interviewed Jim Bagley in 2019, and asked him what was the 
first thing we should do when we got our Spectrum Next, he replied, 
read the manual. Sound advice, but one very rarely followed. People 
just dive in. 

The manual though is excellent. Clear, well written and impressive. It 
covers everything from setting up, to loading games, changing cores, 
using Wi-Fi and more. It really is worth reading. 


Hardware 

The machine itself, designed by Sinclair genius draftsman, Rick Dickin¬ 
son, is definitely part of the Spectrum range. Its sleek lines look amaz¬ 
ing and fit in with the other models, but obviously it takes its main 
inspiration from the Plus and 128k machines. 

The keys themselves, although looking like the Plus and 128k ma¬ 
chine's, are much more modern. They have less travel and are thinner, 
but work so much better while looking identical in design. It is really 
nice to use too, with a nice satisfying movement. 

The unit is festooned with ports, some empty depending on the mod¬ 
el you ordered. The front contains two joystick ports, both compatible 
with Kempston, Sinclair and cursor variants. On the left hand side we 
have a reset button, a drive button, the SD card slot and the NMI but¬ 
ton. The drive button executes the built-in divMMC for file browsing 
and other esxDOS functions. The reset button, obviously resets the 
machine and take you back to the file browser. The NMI button 
brings up another menu when playing a game. 

The SD card slot is used for loading the operating system, loading 
games and saving data. 

On the back we have the power socket and a covered expansion port 
that is, to the best of the teams knowledge, 100% compatible with the 


There is a HDMI output, above which is a digital video or debug port 
if you opted for the accelerated version. Next we have two USB ports, 
again only there if you got the accelerated version, and underneath 
those are the familiar ear and mic sockets. Next we have a VGA out¬ 
put port and an external keyboard or mouse port. This can be used to 
emulate the Kempston mouse - a nice addition. 

Underneath are two fold out legs that tilt the machine if you prefer a 
different typing angle. 


Specifications 

Z80 processor with various turbo modes allowing switching of speeds 
from 3.5, 7, 14 and 28Mhz. 

1024kb RAM. Upgradable internally to 2048kb 

Hardware sprites and a 256 colour mode from a palette of 512. 

Built-in divMMC for holding files on an SD card. 

3 AY chips. 

Set Up 

Once set up, we can turn on and with the supplied SD card, you will 
see a test card that iterates through various video settings, allowing 
you to set the one that best suits your monitor and connections. 

After that we get an introduction screen. This can be turned off later 
so you go directly to the file browser. 

The machine can load several CORES, and these essentially turning 
the machine into another system. The Cores supplied are for various 
models of ZX Spectrum including Pentagon, and a ZX81. More on this 
little gem later. Other Cores are in development that emulate a host 
of other 8bit machines including various arcade machines like Frogger 
and Moon Cresta along with Colecovision, NES and MSX machines. 


The Card 

The card supplied with the machine not only has the firmware and 
operating system, but a variety of demos, game demos and tools. 

There are some nice game demos including Warhawk, Dreamworld 
Pogie and Lords Of Midnight along with an excellent version of the 
arcade classic Scramble. 

Also included are a few ZX Spectrum games, but adding your own is 
simply a matter of copying the files to the card. The machine supports 
a wide variety of formats including, .TAP, .SNA, .Z80, .DSK and .TZX 
(requiring the accelerated version to work). 



On the card 

There are a few goodies tucked away on the 
card if you go looking. 

A folder named Z-Machine in the Next folder 
holds a Z-Machine interpreter and a few 
games. Z-Machine is a format used by Info- 
corn for their amazing text adventures, so with 
the Spectrum Next, you can play Infocom 
games without any additional software. 

In the Tools folder you will find something 
called NXTel. This is a viewdata-style terminal 
that allows you to connect to a service set up 
by the community on the internet. To do this 
though, you would need to have got the Plus 
or accelerated model with built-in Wi-Fi. 


Spectrum Games 

The machine is claimed to be 100% compati¬ 
ble with all existing ZX Spectrum game across 
all models. To test this I loaded a selection of 
games onto the card and tried them out. They 
weren't all successful. 

When you pick a file to load, you are first 
prompted which mode you want to use for 
that game. Here you can choose 48k, 128k, 
Next, Pentagon, USR 0 mode etc, along with a 
set of advanced options to turn on or off vari¬ 
ous features of the Next. 

Despite this though, I found a few games had 
problems when using the HDMI port. Aqua¬ 
plane from Quicksilva uses exact timings to 
produce a split border effect. The Next could 
not replicate this, and I did try everything to 
try and get it working. 

Bitfrost and Nirvnana games that produce 
multi-colour affects also did not work. The 
game ran but the multi-colour effect was not 
visible. Zynaps also did not display its multi¬ 
colour effect, but ran fine anyway. 

To fix this you have to use the VGA port, either 
as a direct VGA output or using a VGA to Scart 
lead that are readily available. 

Of the other game I tested, they all worked 
flawlessly. Manic Miner, Knight Lore, Buggy 
Boy, Jetpac, Invaders (Artie Computing), Bear 
Bovver, Alien 8, Atic Atac, Pentacorn Quest, 
Antiquity Jones, Cobra plus more. 



Dreamworld Pogie 

A delightful, parallax scrolling platform 
game. The demo comes with the ma¬ 
chine. 


Warhawk 

An excellent shooter with great 
graphics and superb sound. 


NMI 

When playing a Spectrum game, pressing the 
NMI button brings up a small tools menu that 
allows you to do a multitude of things. You 
can set scanlines, change the sound settings, 
change the frequency output and save snap¬ 
shots in 48k or 128k mode to the card. You 
can also enter pokes. Here you can also 
change the speed of the CPU if you bought 
the Plus or accelerated model. 


Mouse interface. If you want to use this, you 
will have to have, or buy, a PS/2 mouse. 

ZX81 

The Spectrum Next can also play ZX81 and 
ZX80 games. The supplied Core will support 
these and you can use normal .P files. 

I tested a few games and they all ran perfectly. 
It was odd playing 3D Monster Maze, Gal- 
axians and Mazogs on the Next, but enjoyable 
as well. 


Mouse 

The Next has a PS/2 port that allows you to 
plug in a keyboard or a mouse. The mouse 
emulates a Kempston mouse, so any software 
that works with that, will work fine. 

In tests, the port did not work with a PS/2 to 
USB adaptor like the original Kempston 











Hardware Compatibility 


Onto the last element then, hardware compati¬ 
bility. This was always going to be tricky. 


How do make a hardware clone with additional 
functions like HDMI, Wifi, divMMC, VGA and 
USB, to work 100% with every piece of original 
hardware. There are a lot of things you can 
plug into the original Spectrum and reading 
the forums, there have been problems. 

The first issue was getting to the port itself. The 
covering plate seemed stuck, and I didn't want 
to break anything trying to gef l ij out. A quick 
search online produced nothing and the manu¬ 
al seemed not to mention it either. Maybe I 
was too eager to try it out. In the end I had^to 
open the machine up. It turns out I just needed 
to pull a bit harder! 

Back together and with Interface 2 in place 
ready to test, a problem cropped up. Many in¬ 
terfaces may block the HDMI port! That's bad 
news if you haven't got a VGA monitor or a 
cable that can use the port and convert the 
signal to SCART. Luckily I had one to hand. 

Connecting everything up, powering on and 
nothing. The Next booted to it's own system. 
Even setting the default boot ROM to the 
standard 48K, the interface still did not work. 



CP/M 

Yes the Next can run this operating system too, opening up more opportunities. 


A few searches on the forum, and it seems you You have to download a free file first and extract the contents into the correct folder (see 

have to disable a few things on the Next to page 236 of the manual) then once selected, the Next will import all of the files, and set- 

make it work by entering two OUT commands. up CP/M on the card. Once complete, you restart, load CP/M from the menu, and there it 

I since found there are options to run ROM is. Now you just need to find some CP/M programs, for example, by reading the article in 

games in the menu when using Interface 2. the previous issue. 


The same sort of work around is required to 
get Interface 1 working as well and I suspect it 
will be a similar story for most other periph¬ 
erals too. If you want to use old hardware in 
this way, then be cautious. Do some digging. 
The port may be compliant, but that doesn't 
mean it will work due to the changed base 
hardware. 

For me this is not a problem. I don't want to 
use Interface 1 nor 2. The Next has an SD card. 
Of the other interfaces I may consider, a printer 
interface may be useful but it's not the end of 
the world. 


Conclusion 

New games will be coming soon for the Next and it will be interesting to see how far 
people push it. The new hardware, programming languages and routines improve acces¬ 
sibility, and have potential to result in great things. It is also exciting to see what retro 
software appears. Software that uses the original Spectrum mode but with the added fea¬ 
tures. Will the Wi-Fi be put to good use? Will games be created that use the SD storage? 
Will games evolve to use the faster processor speeds? 

My initial anticipation and expectations have been exceeded with the Spectrum Next. It 
was a well run Kickstarter campaign showing how to do things professionally and how to 
respect your customers. A product delivered, albeit late, but with frequent and honest 
updates. And the end result better than the original promise. 



You can't really ask for more. 

The machine is fantastic. It is a welcome addition to my collection and something that I 
hope will grow its own user base and produce some exciting innovations. 



FEATURE 


THE PRICE IS RIGHT 


OR IS IT? 


Anyone who has used the online auction site 
eBay, even if just browsing things they 
remember from childhood, will have seen the 
vast difference in pricing from one seemingly 
similar item to the next. 


Any serious collector, casual collector or someone 
looking to complete a set of items will know that 
sellers are often delusional and insane, and some are 
just out to rip people off to make a few pounds. I am 
sure some think they are a master entrepreneur about 
to become a millionaire just like the favourite UK TV 
show, Only Fools And Horses! 

For collectors of Spectrum items, whether its 
hardware, software or peripherals, the eBay world is 
just the same with some eye watering prices for items 
that could be easily bought in the high street back in 
the 80s. So why are they expensive? 


The III informed Seller 

A typical example of this kind of sale is the per¬ 
son who puts Chequered Flag on for £20. Yes, it 
happens, but why? Possibly the person is look¬ 
ing to fool someone into buying this old racing 
game that can be bought for £2 on hundreds of 
other listings and websites. Is it that the seller is 
genuinely ignorant or that they are lazy and can¬ 
not be bothered to check other listings to get a 
feel for the value? Good luck I say, with a wry 
smile and a shake of the head. 


The Conman 

LOOK! *RARE* Yes, how many times have we seen this sort of thing on a 
listing and wondered what are these people on? A copy of Match Day by 
Ocean software is not rare, a copy of Herberts Dummy Run from Mikro- 
gen is not that rare (I can currently find copies on eBay as well as four 
other websites) and Manic Miner from Bug Byte is not rare, regardless of 
the cover design (this item has several). 

It is a sad truth that collectors will pay over the odds for things they 
want, and these conmen feed on that with their inflated prices and non¬ 
sense claims of rarity. Never trust what you read on an auction site, do 
some homework first, look at other sites, compare and work out the best 
value. 
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FEATURE 


Scalpers 

I am using this term in the headline, but for me 
this category should really be called D**k 
H**ds. I hate these people for so many reasons 
and they deserve to be stuck with items they 
buy until they become useless and have to be 
thrown away. 

These people usually go for new hardware re¬ 
leases such as the Nintendo mini, the Vega or 
the Spectrum Next. They buy the goods at the 
same price as everyone else, often buying sev¬ 



new usting ZX Spectrum Next 

ZX Spectrum Next 

Pre-owned 


£599.99 

mi 

zBuyftNow 

+ £8.95 postage 


eral using different accounts, and often buying 
items with a limited manufacturing run. 

This means that genuine supporters of the 
project or Kickstarter, genuine fans of the 
items and passionate people who actually care 
about the product cannot get one. The very 
people the project was set up to help lose out 
because some prat thinks they can make a few 
pounds. 

This is happening all the time. More recently 
the Spectrum Next, a brilliant project allowing 
people to pledge money to help complete the 
work and backers would get the finished ma¬ 
chine for about £200 (for the minimum specifi¬ 
cation). Within days of the items shipping, 
there were numerous listings on eBay from 
these parasites offering the item for £600. It is 


even more unbelievable when you consider 
the team behind the project are looking to do 
a second run for the same original price! 

Enough space has been wasted on these fes¬ 
tering delusional Gollum-like individuals. 

If possible ignore them, don't buy from them 
ever and let them have their precious box for- 



Genuine Rare Hardware 

Rare hardware items are the pieces of equip¬ 
ment that were too expensive for the young 
gamers, or held no interest. Some only sold by 
mail order and some may have never been 
produced at all such as the Logotron Sprite 
Board. Some were sought after, like the Fuller 
Sound Unit, but were always out of reach, and 
some were simply not needed to play games, 
for example the Discovery Opus disk drive 
system or Crescent Quick Disc. Similarly some 
were aimed at business users, which again 
held little interest to most users. 

Some had limited production and were not 
available in stores, like the Challenge Sprint, 
and some just didn't sell enough units making 
surviving pieces hard to find like the Heart 
Rate Monitor. Other good examples of this are 
things like the Transform Keyboard, The Swift 
Disc or the Touchmaster graphics tablet. 

These are usually sold to serious collectors for 
quite high prices, and good luck to anyone 
who sells or buys them. I admit to owning a 
few hardware items and can be guilty of bid¬ 
ding on items I want to share with fans on the 
show. I am also curious as to how they work, 
what they do and how it feels to use them. 

I buy to share. 



SPRITE 

BOARDS 


CREATE 


YOUR OWN 


ANIMATION 


WITH 


Most people first encounter Sprite 
when playing erode g»mes like 
Space Invaders Pic Man or Frogger 
They offer the ability to move fast¬ 
changing images around the screen, 
sufficiently rapidly to give an illusion 


UP TO 30 same spectaculareffects Furthermore. 

_ ^ M w the Sprite Board controls the video 

PROGRAMMABLE u,pul *r d * rtu *“> , ' ,TOcom P u, e, 


to novices, and uses up a great deal of 
thecomputer's memory space 

The logotron Sprite Board allows 


SPRITES 
FOR JUST 

£ 129 ® 


memory for running programs 
Special commands give the sprites position, 
direction, speed, colour and shape By imposing 
one sprite over another and switching from one to 

of a flying biritwa galloping horse *** 

Logotron’s Sprite Board is available for the 
Sinclair Spectrum and the BBC Model B' You can 
use them with programs written in LOGO. 

BASIC or any other programming language 

Logotron Sprite Boards — the fast movers in any direction. 

_I OGOTRO N_ 

Go logotron Limited RvmjnHouvc ^ M.rkKjm st rwi I ondon M%14\p ricjv send me tutther information or pleasesendme j 

_Otv. Logotron Sprite Boardfsl for the Sinclair Spectrum at £129.95 inc VAT each + £2.00 Pli P For delivery end of February 1985 

1 enclose a cheque/postal order foe £_payable to Logofron (Deleters necessary) 

[ Signature_ Name- [ 

j Address-- - -PostCode- _ SU j 

Logotron UmtlwT Ryman House, W Markham Street. LondonSW34ND Trade and Export enquiries welcome 


For easy graphics entry.. 

just 
enter 
your 
name 
here. 

Weigh up the pros and the cons; n r” o~h ” i .Tijrmwdni”wisr,"” "1 
if you return the coupon we'll send . i°„, robot, we.. c,i.nio, 8 .n sab i 
you full details of The Touchmaster ■ fWvwfwr/rwBwfcwuiwWww. 

Graphic Tablet. Explain how easy it I 



sophisticated than you could have . 
ever hoped for. And show you how J 
The Touchmaster can make a signifi- I stSLl 
cant contribution to your software 
development capabilities “ 

On the other hand if you don't TOUCHfY1flfT£R 

n v,.u'll have a spare 

envelope to draw on! iCtjE 



This state of the art range of Quick 
Disks is the real alternative to tape 
filing systems without the high costs 
of the floppy disk system - 

Crescent 

£ 99.95 

Quick Disk 


The low cost alternative to the 
Spectrum Micro Drive with better 
media. 

All units have Japanese 
mechanisms and are manufactured 
by Servtcon Dynamics, a company 
with over 15 years of success in 
specialist electronic manufacturing 
All items carry a 12 month warranty 
C 128K storage 

( Reads and writes 65K m 4-8 secs 
20 times faster than Sinclair 
Micro Drive 

( Works with Spectrum Plus 
( Full software support (plus Inner 
Circle Club) 

( No power supply needed 
( Quick disk interface 
( Quick disk drive 
c RS423 interface with O'type 
connector for all kinds of dial-up 
services 

( RGB socket for colour monitor 
attachment 

C 2nd Quick Disk expansion socket 
for disk copying and advanced 
programming 
ROM based software 


A Real Disk Drive for Spectrum 
...for under £100 




ZX Spectrum 
keyboard 


The 

professional 
touch! 

The TRANSFORM keyboard - transforms 
your ZX Spectrum into a fully-operational 
professorial machine. With this keyboard you 
can use your Spectrum for all your business needs - 
everything from accountancy to word processing 


Will incorporate micro-dnve. centronics 
interface and power supply 
59 keys including full sized space bar 
Large Enter key 
Numeric pad 

For fast delivery send your cheque or P.O. today 


Emode key 

Decimal point key on both numeric 
pad and keyboard 
On/off switch with LED 
Easy installation - no soldering 


TRANSFORM Ltd, 41 Keats House, 
Porchester Mead, Beckenham, Kent 01 658 6350 


£ 69.95 
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FEATURE 


The Price Is Right? 


Genuine Rare Software 

Now we get onto a larger subject 
with this. Software can be hard to 
find for so many reasons and be¬ 
cause of this, can command a high 
price. I will pick out a few that spring 
to mind and hopefully explain why 
they are expensive but genuine. 


Pheenix from Mega¬ 
dodo Software. Sold 
by mail order only and 
was later re-released 
by Alternative Soft¬ 
ware. The original 
though was a 16k 
game and a brilliant 
version of the arcade 
classic Phoenix. In fact 
the best version of 
that game for the Spectrum. This now com¬ 
mands prices of £30 upwards. Limited initial 
sales due to it being mail order make it hard 
to find, and when it does show up, there are 
always several people trying to get it. 


PHEENIX 



Pud Pud from Ocean 
software. Now this 
game is strange in 
many ways. It was 
produced by Ocean 
Software, so there is 
no reason why it 
could not have been 
bought by thousands 
of gamers. There was 
good distribution, but 
the game was not a hit initially, making sur¬ 
viving copies hard to come by. Any collector 
of Ocean titles would love this. Also the au¬ 
thor, Jonathan 'Joffa' Smith was a well 
known and liked character in the industry 
and was posting on forums, engaging fans 
until his sad death in 2010. This means there 
are several reasons why people want to get 
this game, and this means the price is high. 
A recent copy sold for £47. 



Monster Muncher 
from Spectrum 
Games. There are 
several Spectrum 
Games titles, before 
the company 
changed its name to 
Ocean Software. 

Manchester based 
Spectrum Games 
advertised and sold 
titles under that name for a short period of 
time, so these are hard to find. 



Centipede/Frogger 
from C-tech Soft¬ 
ware. Games that 
were rubbish, un¬ 
playable and badly 
written were copied 
more than they were 
sold, and this left 
original copies hard 
to find. These two 
games are examples 
of this. C-tech also 
produce only a few games making them 
harder to find now. 


Level 9 games are 
always priced high. 

Text adventures 
were not as popular 
as arcade games 
and so sold in lower 
quantities. The pack¬ 
aging for these 
games was excep¬ 
tional, with large 
plastic boxes and well written manuals, and 
so are highly collectable now. A good con¬ 
dition game can sell for a high price. Other 
adventures often have high prices, in partic¬ 
ular Magnetic Scrolls games. These also 
have brilliant boxes and contents too. 




Space Crusade from Grem¬ 
lin Graphics. This game was 
released late in the Spec- 
trums life, 1992. Sales may 
have been a lot less than 
games released in the hey¬ 
day of the machine, and so 
less survived. Coupled with 
the fact that it was a very 
popular game for the 16bit 
machines, this now command a very high 
price, usually over £25. Another game that 
falls into this category is Gauntlet 3 from US 
Gold. 



Various games went 
through different stages of 
artwork on the inlays, and 
very early or first release 




Space Zombies 


versions do sell for higher 


"wM 


prices. Early Mikro-Gen 
games such as Space Zom¬ 
bies or Cosmic Raiders 
with the black, white and 
red line drawn covers usu¬ 
ally go for £20. Early 
DK'Tronics games with line drawn covers 
like 3D Tanx or Centipede also command 
higher prices than the newer, more colourful 
releases. 


Anyone wanting to buy things, for whatever 
reason, should really do a bit of homework 
first and not just dive in with their wallet. 
Check out other sites that sell retro games, 
compare prices and take into account post¬ 
age. 


I have often found that buying a single 
game from eBay at inflated prices is more 
expensive than buying a few games from 
another site bundled with the game you 
want because of shared postage. That way 
you also get some bargains if you shop 
around. If you really, really want something 
though, no one and nothing will stop you. 


The Spectrum Show 


Page 30 













































@ZXRENEW WWW.ZXRENEW.CO.UK 
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148b+ and 128K toastracb 

£ 15.88 

16b and 48b 

£ 7.48 
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OMN1128 HQ 


128K ram 

Integrated divMMC double SD card 
interface 

Two joystick 9 pin ports 
RGB out 
Composite out 
Power button 
Reset switch button 
Battery option* 

LCD 9" color screen 



sp^lr 


Desktop version 


Laptop version 


£168 Pre-Order 


£118 Pre-Order 


128K ram 

Integrated divMMC double SD card interface. 

Two joystick 9 pin ports 
RGB out 
Composite out 

HDMI option - not active at the moment. RGB to HDMI 

adapter can be used. 

Power button 


Reset switch button 


More colours available for cases, mats and faceplates 
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My gaming Christmas present of 1985 in¬ 
cluded three elements: an Alphacom 32 
printer, a QuickShot 4 joystick and a game 
from Gremlin Graphics called Grumpy 
Gumphrey Supersleuth [sic.]. The printer and 
joystick have long since gone. However, 
Grumpy Gumphrey has not only survived but 
secured a place as one of my favourite ever 
games. More usually on an emulator, these 
days, I often still find myself yearning for a 
quick game when I have 20 minutes to spare. 

The game is a graphics adventure, set in a 
large department store, similar to the ones 
that used to grace towns and cities in the 
days before supermarkets ventured beyond 
groceries. Gumphrey is an aging store detec¬ 
tive, whose goal is to make it through each 
day without his tyrannical boss giving him 
the sack. As the day progresses, Gumphrey is 
set a series of (sometimes bizarre) challeng¬ 
es, to be completed in a timely manner, to 
avoid the wrath of the boss. Challenges such 
as clearing the canteen of bugs, catching a 
shoplifter, or fetching the boss a cup of tea. 
To complete each task, Gumphrey needs to 
locate objects from around the store, usually 
kept in the obvious places, and put them to 
the task in hand. The tasks are varied and 
challenging, and give Gumphrey a chance to 
explore the full extent of the department 
store. 

Unfortunately, it is not quite as simple as 
that. First, Gumphrey is in his later years, and 
as a stereotyped 1980's old person, does not 
have all of his wits about him. This fact is 
most obviously manifest by customers who 
tend to get in his way, knock him off course, 
or most frustrating of all cause him to drop 
what he is carrying. As the middle of the day 
approaches, the store gets busier, and so it is 
more difficult to avoid getting entangled 
with shoppers. If this was not enough, the 
store owner is a demanding person, who of¬ 
ten sets Gumphrey another task, before the 
first one is completed. When this happens, 
Gumphrey has to stop what he is doing, and 
complete the new task, before returning to 


his original duty. If he takes too long, he gets 
a dreaded call to the boss's office, which can 
only mean an official warning is on the way. 
If Gumphrey gets three such warnings, then 
he is sacked and the game is over. 

I think this game is brilliant. It is the game I 
would most want to have written, if I had 
been a game writer in the 1980s. It does not 
have swish graphics nor amazing sound (it is 
a 48k game), though that is not to say there 
is anything wrong with either. Gameplay is 
smooth, the graphics are clear and colourful 
making it easy to work out what objects are, 
for example, and sound fits the mood of the 
game well. I think this game is brilliant be¬ 
cause it is, for me, one of the few examples 
of a genuine graphics adventure on the ZX 
Spectrum. It really feels as if you had com¬ 
plete freedom to explore the game. 

The department store is large, spanning over 
five floors, viewed in a sort of two-and-a-half 
dimension way that means you can move left 


and right as well as in and out of the game 
screen. The style is quite light-hearted, with 
lots of humorous elements. If you are new to 
the game, it is worthwhile to ignore the boss 
and simply spend your time exploring and 
familiarising yourself with the store layout, 
location of objects, and so on. You will find 
lots of thoughtful touches such as a working 
escalator and a light switch in the lift; plus, a 
whole host of possible interactions with ob¬ 
jects that I will not go into for fear of spoiling 
some of the fun for a new player. 

The difficulty level is moderate. Once you get 
used to how different shoppers behave, it is 
reasonably easy to avoid them most of the 
time. In addition, the puzzles I have seen are 
reasonably logical, and the first couple are 
easy to solve. 

The big challenge is time. Even though I have 
played this game a lot, I have never made it 
to the end of the first day, nor completed 
more than five or six tasks, without being 
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sacked. Based on the cassette inlay and on commentaries on the web, I 
suspect I have seen around half of what the game has to offer. 

I know not everyone likes this game: it received mixed reviews, when it was 
released. At first glance, it feels a bit like an average arcade game (plus 
getting stuck in a corner with a particularly annoying shopper who keeps 
causing you to drop an important object can be amazingly frustrating). 
However, I think you need to spend some time with the game to really ap¬ 


preciate it. I think anyone who does this will grow to love the game as 
much as I do. 

Review by: George Beckett 
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PHEENIX 


Megadodo Software 1983 
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One of the classic arcade games from the 80s 
had to be Phoenix. The mix of swooping birds, 
flying eggs that hatch into attack birds and the 
end mothership all come together to form a 
brilliant shooter. It was no surprise then, that 
the game would transition to the home micro 
market. 

There were several attempts to create this 
game on the Spectrum, most fell well short. 
Poor graphics, whole levels missing and the 
action being somewhat pedestrian or turbo left 
fans waiting for something good to come 
along. 

Pheenix from Megadodo Software was that 
something, and it proved to be the best. 

Being mail order only initially, it wasn't a main¬ 
stream seller, but it was picked up by Alterna¬ 
tive Software and re-distributed 3 years later. 

The game includes all of the arcade features 
and levels from the Galaxian style first two lev¬ 
els, through the flying eggs, the hatching of the 
giant birds and finally to the glorious mother- 
ship. 

The game starts with the arcade tune and 
scrolling stars that sadly don't continue into the 
game, but this was only a 16k titles after all. 

The first two levels of multi-coloured birds were 
impressive enough. Clever use of colour made 
them look so much better than single colour 
characters from other games, and they attacked 
just like the real thing. 

Then the eggs appear. This was even more 
amazing to me. How did they get this on the 
Spectrum? I thought at the time. These are 
hard to hit and you have to try and judge the 
speed and direction. Eventually they hatch and 
large birds start flying down the screen towards 
your ship, dropping bombs as the go. There are 
two levels of this, with different coloured birds 
before we get to the finale. 

The huge mothership descends, defended by 
smaller birds, and you have to blast through 


the rotating force field to get a shot at the cen¬ 
tre. 

The game is excellent. The sound is great, con¬ 


trol is crisp, the graphics are wonderful and just 
like the arcade, it all comes together. 

A definite must-play game. 
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PHEENIX - The Challengers 

There were a few attempts to create a version of this game for the Spectrum, most were terrible., created in the early days of programming when the 
hardware had not fully been exploited. Or was it just lazy coders? 


Firebirds - Softek 



£ 

Firebirds from Softek was a great game in 
itself, with swooping birds and an impres¬ 
sive giant mothership. It didn't have eggs or 
large attack birds, but it was a good second 
choice. 

This is one of those games I keep returning 
to for a quick blast. 


Winged Avenger - Workforce 



The colour scheme of this game does not 
help it in any way, and really distracts from 
what is a mediocre game at best. 

The game does have all of the levels present, 
even if it is really hard to get through them. 

The aliens only fire when directly above you, 
so you have to constantly move to avoid de¬ 
struction. 


Phoenix - Robert Spahl 
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No. That is all I can say about this game. 
Slow, BASIC, poor. 
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Adventure Page 


Welcome back to strange places where 
your mind wanders freely and your brain 
shifts into a higher gear. 

It has been an odd few months that has 
seen me flitting between various games 
but not really settling into any of them. I 
am not sure why that could be, as the 
games in question, I should like. 

Planetfall from Infocom was one, suggest¬ 
ed by George Beckett. An excellent text 
only game from the masters of interactive 
fiction. 

I set about exploring the initial set of loca¬ 
tions but was soon dead. This was a bit 
unusual for Infocom, and it had me 
scratching my head for a while. I just 
could not get into the right frame of mind 
to work out what was happening. 

In reality, the game was guiding me to the 
solution by constantly killing me! Seems 
odd, but I can't think of any other expla¬ 
nation. By punishing you for doing some¬ 
thing wrong, you feel better when you 
avoid it, and make a bit of progress. To be 
honest the start of this game took it a bit 
too far! 

As I was writing this column, an exciting 
delivery arrived, and you can guess by the 
cover of this magazine what it was. The 
Spectrum next. 

I knew I had a short amount of time to get 
a full episode out, in fact 7 days, fitted in 
between working full time and trying to 
move house. In the end I took a day off 
work to get it sorted, but things distracted 
me. 

Nestled on the SD card was an intriguing 
folder named Z-Machine. now if you read 
this column, you will instantly recognise 
what that means. The Spectrum next can 
play Infocom games! 

It came with a few free games (non of 
which were Infocom for obvious reasons) 
but it wasn't long before I had added 
some to the card and fired up the inter¬ 
preter. 

It was amazing to see Zork on the next. 
The resolution was perfect, and I had to 
drag myself away to get the review done. 


Including the Z-Machine interpreter was a 
great idea, but I suspect it caters to a 
small audience, but that doesn't matter. 
It's there, and I for one will use it. 

now, back to Spectrum adventures. 

Pirate Island (as the game calls itself) or 
Pirate Adventure (as the company adver¬ 
tise it), is a very early adventure from Ad¬ 
venture International, and some say this is 
the easiest. It begins in a flat with just a 
few items lying around and a flight of 
stairs. As with many adventures of this 
era, it can sometimes be a 'guess the 
word' affair, and this one is no different, 
although there are some clues. 

Trying to go in any direction will fail, and 
to actually climb the stairs, you have to 
enter GO STAIRS. At this point the game 
begins to open up and the first set of loca¬ 
tions become available. An alcove, a se¬ 
cret passage, a musty attic and a ledge. 

Again though, the game insists on non¬ 
standard wording to get beyond the al¬ 
cove. You will see a bookcase, so the ob¬ 
vious thing is to examine it. This reveals 
the message 'I see nothing special', how¬ 
ever, upon entering GET BOOK, some¬ 
thing happens. So the book must have 
been in the bookcase, but not mentioned 
when examined. This is one of the frustra¬ 
tions with early games and the limitation 


of memory. Having said that, many other 
games overcame this hurdle. 

Once the secret passage is visible, you 
have to GO PASSAGE to get into it, howev¬ 
er, the passage description states you can 
go east or west. Going west takes you 
back to the alcove, but you then cannot 
go back east into the passage - Argh! 

How all of this may seem like I didn't like 
the game, which is quite wrong. I enjoyed 
working through the early stages, trying 
out various things, reading signs and 
books, and eventually, using the words 
therein, finally getting to that pirate island 
in search of Long John's treasure. 

Yes, the game is of the treasure collection 
genre with the main aim to collect the two 
treasures hidden by Long John Silver. It's 
not all easy going though, even in the ear¬ 
ly locations you can die without warning, 
so make sure you put on those sneakers... 
not sure why you'd wear a bar of choco¬ 
late though! 

Once on the island you can start to ex¬ 
plore and will soon find something of in¬ 
terest in a grass hut, and I'm not talking 
about the wicked looking pirate! To get to 
it though, you first have to dispense with 
the pirate, and we all know what pirates 
like to drink! 


i'm in a a Icove. 
visible items are: 

□ pen ui i ndow t book s in bookcase. 

obvious exit:down. 

■a-****************************-* 

Besfud i n BOOH 
i see nothing special. 

Brerd booh 

sorry i can't do that. 

Bbet booh 

vou hear a strange noise. 



The puzzles continue and after climbing 
a hill and entering a cave, using my 
torch for light, I discovered a tool shed 
with a few handy items scattered about. 
The hammer got me thinking about the 
chest, and so back I went. Many com¬ 
mands later and the chest was still un¬ 
locked and intact. It seems the hammer 
is for something else. 

Working your way through a few more 
puzzles and it become obvious you 
need to build a boat to get you to Treas¬ 
ure Island. No, you are not on that is¬ 
land, you are on Pirate Island! Luckily 
you are given the plans that list all of the 
things you need for this task, and so be¬ 
gins another set of challenges. 

The game has a smallish map and the 
puzzles are logical. The only thing I 
found frustrating was the limited vocab¬ 
ulary, and the constant use of the GO 
command without a return of the same 
type. GO STAIRS, GO SHACK etc., and 
then having the exit from that location 
as a direction. 

This game also mixes the real world (a 
flat in London) with fantasy, and this has 
been used many times as a mechanic to 
gameplay. Here though it serves as the 
first set of locations and puzzles before 
sending you away to the island itself, 
hopefully prepared. 

The London flat does become home to a 
drunk pirate though, but how he gets 
there (or back) is never disclosed. Just 
one of those things that happens in 
games and is accepted. 

This leads into another subject all to¬ 
gether, what is acceptable navigation? I 
have already pointed out the flaw in this 
game, whereby you have to navigate dif¬ 
ferently to go to and from a location, but 
this is a bad idea. 

As a rule, adventure games are very lim¬ 
ited to the directions of travel. Simple 
games stick to the four compass points 
plus up and down. More complex games 
provide eight compass points plus up 
and down. After that though, there is 
little else to offer. It is remarkable then, 
that so many thousands of games have 
been created with this limitation. 

Some games try to get around this by 
using 'twisting passages' that bend and 
turn as they go, and even the great Co¬ 
lossal Cave itself used this technique. 
The description would say something 
like "The passage to the east twists 
round northward and disappears into 


gloom.". Following this passage and go¬ 
ing east would take you to a location 
where the exit back to the previous loca¬ 
tion is south. 

This mechanic gave players something 
extra to think about, and made map 
making more interesting. 

Going the extra mile was the random 
exit device. Here, the player would leave 
a location to the east and end up in lo¬ 
cation A. However, doing the same thing 
again could then take them to location 
B. This type of misdirection was also 
used in Colossal Cave, and drove me to 
insanity. 



More from my maps archive soon. 


Trying to map this kind of navigation out 
made things very difficult, and made 
playing the game later, a little bit annoy¬ 
ing. 
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This is my original (or part of 
it) map for Colossal Cave, 
scanned and archived for 
posterity. It shows my at¬ 
tempts at mapping a certain 
part of the game. 

Top right is a similar map¬ 
ping exercise, this time for 
the excellent Adventure One 
from Abersoft. 

Was it fun? No! Is it fun to 
look at these now and re¬ 
member the enjoyment? 
Yes! 
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NEW RELEASES ON REAL MEDIA 


The universe is full of junk 


Do you have what it takes to 

clean it up? 


ALSO AVAILABLE 


Games from Paul Jenkinson 


Bounty 

Test yourself with this sc-fi 
text adventure. 


) Baldy ZX 

Unique plaform game 

Deep Co^Ser* across 20 levels - 

Navigate the planets, 
grab the loot and 

get out alive. www. thespectru mshow. CO. uk 


Toofy In Fanland+ Code Zero 

Help Toofy get his nuts It’s about to blow, 
back in the weird can you be a hero? 

world of fans. 















DIVMMC ENJOY! PRO £64.99 

Autodetection of ZX Spectrum model 
Independent of clock signal 
Two configurable joystick ports 
Two SD card sockets 
Throughput edge connector 
Very cool ‘toastrack looking’ case 
Compatible with the +3e ROMs 


DIVMMC ENJOY! 
PRO MINI lite 

£ 37.99 


All the features of the full version minus the 
case, joystick ports and dual SD slots. 




ZXHD £59.99 

Connect your ZX Spectrum to a HDMI TV 
No need to modify your ZX Spectrum! 

64 colour ULAplus on your ZX Spectrum 
ZX Spectrum 128 video memory support 
Synchronous to ULA timing 
Throughput edge connector 

^Raspberry Pi required 
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ZX-AY 


£ 24.99 



PLUSDELITE £ 79.99 


External 3-channel audio interface 
For any Sinclair ZX Spectrum 
Crisp stereo sound with 
Equal volume levels 
No need to modify your ZX Spectrum 
Also works on Spectrum 16/48K! 
Includes beeper sound 


The PlusDIite is based on the success¬ 
ful MGT PlusD floppydisc interface. 

Up to 80 track DS DD drives, with a 
maximum capacity of 800KB. 

Snapshot functionality. 

Integrated Kempston joystick port. 

RESET button. 


The affordable alternative. 


www.bytedelight.com 
























































BORED? 

Family getting annoying? 

Sat at home wondering what to do? 


Why not write something? 


Game review 
Feature 

Spectrum memories 
Tutorial 
Anything! 


Magazine copyright Paul Jenkinson 





